Virtual PC Pinball Kit 
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Pinball simulators are nothing new. 
There is probably not a single computer 





system in existence for which no pinball Select x 

game has been made. A few years ago, w ye (AE 5 | Name [Table 
the Pinball Construction Kit made its wa l i l F | Show Grid 
debut. Using this, everyone could make & : ’ 7A i Grid Size f0 
their own pinball table on the PC from F ADAN OLA ioe Color ME | 
the standard virtual parts and supplied ee ee of : | oe F Display Image in Ector 
artwork. Time and progress haven't A, ; a g z f Image fbackaop2 z] 
stalled, of course, and today you can -H roe j D h ~i t i wan foo 
download the beta-version of Visual Pin- ni i AN ; ; E oi Height [2000 
ball for free from the Internet. A nice e ier ie, Glass Height|210 
development environment, within which cA - 

you can build you own fancy table or Pees ji 

modify an existing table and prepare it B 

for real play. For those who would pre- 


fer only to play, it is possible to down- Sasi Ey 
load ready-made tables. 

After starting Visual Pinball you are EA 
presented with a large grey area on the 














screen. On the left is a toolbox with all the parts that can either ‘Open’ an existing table or start from scratch with 
also be found in the real game: spinners, bumpers, sling- ‘New’. The latter option presents you with the standard lay- 
shots, flippers, etc. From the File-menu it is possible to out of the ‘classic pinball table’. After that, it is just a mat- 
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ter of selecting the components from the toolbox and plac- 
ing them in the desired locations on the table. 

When you click the button ‘Options’ in the tool box, a 
window opens on the right of the screen with the proper- 
ties of the selected object. This way it is possible to adjust, 
for example, the start and finish angle, the force, the size 
and the colour of a flipper, select the images of the playing 
field, etc. The accompanying help file provides elaborate 
details for all the parts. 

Naturally, there has to be some interaction between the 
various game elements and the points score. The so-called 
‘script’ handles this. When you click the box ‘Script’ in the 
toolbox you will find yourself in an edit window, which 
already contains a few lines that could have come straight 
from Visual Basic. These are all subroutines that define 
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what action should occur when a certain event happens, 
for example when a key on the PC keyboard is pressed, 
when a target or bumper on the table has been hit, etc. It 
will be obvious that writing the script will take the most 
amount of time, particularly when the rules of the table are 
complex. 

Up to now, we have only looked straight down on the 
table, but once the table is ready for its the first test run and 
we start the game it will tilt to the correct angle and it 
appears as if we are in front of a real pinball table. Now play! 

The current release of Visual Pinball is a beta-version. 
It doesn’t work entirely smoothly, but is still very service- 
able. The program can be found at 


http://www.randydavis.com/vp. 
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